This study has focused to identify what kinds of psychological state are most closely related in players experiencing flow while playing game. This study constructs a conceptual model of flow for game players by conducting a survey to 303 online game players. The results indicate that the state of flow was reached when players may gain opportunities for having high self-efficacy as they accomplished tasks. At the same time, it indicate that the higher cognitive performance and self-esteem was able to enhance the higher flow experience while playing a game. This study provides both practical and theoretical implications on how to increase players' flow by providing critical psychological states in the game.
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최근
연구모형 본 연구에서 이론적 배경을 통해 도출한 연구
모형은 다음과 같다([ Fig. 1 ] 참조). Table 4 ] 참조). [ Table 1 ] Questionnaires Factor Number Questionnaires Flow Flow1 I have ever been experiencing flow in playing online game.
연구결과
본
Flow2
In general, I often have an optimal experience when I play the online game.
Flow3
Most of the time when I play online game I feel that I am in flow.
SelfEfficacy

Efficacy1
I am sure that I can play my role in the online game when playing it.
Efficacy2
I am sure that I can achieve my goal when I play the online game.
Efficacy3
I am sure that I can control the process of performing tasks when playing the online game.
Cognitive Performance
Performance1
The online game enables me to accomplish the purpose of playing game more quickly.
Performance2
The online game enables me to fulfill the purpose of playing game effectively.
Performance3
The online game enables me to satisfy the purpose of playing game easier.
SelfEsteem
Esteem1 I feel satisfied about myself when I play the online game Esteem2 I believe that I am a valuable person when I play the online game.
Esteem3
I am proud of myself when I play the online game.
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